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Different kinds of media, usually audio or video 
media, can be delivered through streaming 
technology. Nowadays it is mostly applied by the 
entertainment industry for, e.g., leisure activities at 
home. It can be differentiated between on-demand 
streaming (e.g., YouTube, Netflix, Spotify), short-
form video formats embedded in social media (e.g., 
TikTok, Snapchat or “Stories”-feature on Facebook or 
Instagram), and live streaming (e.g., Twitch, Taobao, 
YouTube Live) [1;2]. Some of these services make use 
of algorithms and recommender systems to propose 
media and content the user may be interested in and 
therefore lead to continued use of the system [3]. On-
demand streaming targets a consumption-oriented 
audience (with the focus on passive entertainment, 
such as streaming of TV shows on e.g., Netflix or 
music on e.g., Spotify), whereas live streaming offers 
user-generated content and participation between 
users, which can motivate more active social exchange 
[4], resulting in a special form of parasocial 
relationship, often found on services like Twitch [5]. 
Sometimes, digital gifts are presented as a form to 
strengthen these parasocial relationships, not seldom 
in monetary form [6]. User-generated streaming media 
presents a wide variety of content and categories, 
ranging from gaming-related videos [7], or Korean-
style Mukbang (content creators eat food in front of 
the camera) [8], to beauty vloggers [9]. With the vast 
variety of content and platforms, several issues can be 
observed, including law infringements [10], or gender- 
and sexuality-related harassment [11]. 
Since the first installment of the minitrack in 
2019, popularity of the minitrack’s topic increased, 
and for HICSS 2022, we received 11 submissions 
of which 5 papers were accepted for publication. 
The Streaming Media in Entertainment minitrack is 
proud to present the following papers. 
One type of content genre on user-generated 
video streaming platforms are “foodshows.” 
Foodshows are videos concentrating on topics related 
to eating and food – not only Mukbang, but also eating 
of a huge amount of food, cooking, and restaurant 
testing. Users who watch foodshows integrate them 
into their everyday life. Besides getting entertained, 
users are watching it while eating, before sleeping, and 
for emotional adjustment. The foodshow content 
watched was usually recommended by the algorithm 
of the video streaming system or uploaded by a 
followed channel [12]. 
A study by Gutzeit, Dorsch, and Stock [13] 
deals with giving, receiving, and following 
recommendations on video on-demand services. Users 
of video on-demand services get recommendations by 
the system at least once a week and only occasionally 
follow the system’s recommendation – i.e., watching 
the recommended content. Furthermore, users give 
personal recommendations to and receive personal 
recommendations from other users (usually from 
friends, family, or acquaintances) several times a 
month. Personal recommendations are mostly given 
face-to-face and are followed more often than system 
based recommendations [13]. 
Regarding the research about parasocial 
relationships, on social live streaming services 
interpersonal relations and social actions play a special 
role. Social actions of streamers and viewers and their 
intention to continuous actions as well as shopping 
relations lead to stickiness towards individual 
streamers, streams, and services. The communication 
between streamers and their audience form a new kind 
of human-human relation, which is named cyber-
social relation [14]. 
The popular eSports and gaming-related live 
streaming platform Twitch recently added an 
LGBTQIA+ tag to their system, which streamers can 
attach to their stream as some kind of content 
description. The LGBTQIA+ Twitch tag was 
implemented to make gender identity visible on the 
system and furthermore one step towards supporting, 
protecting, and promoting marginalized groups. Lopez 
and Freeman [15] found out that some users are 
grateful for making LGBTQIA+ visible on Twitch. 
However, the tag also fails to identify especially 
streamers who are LGBTQIA+ and some users even 
question why the LGBTQIA+ community needs their 
own tag. Furthermore, LGBTQIA+ streamers can be 
easily targeted and are not safe from harassment 
through this tag [15]. 





Music streaming services like, for example, 
Apple Music or Spotify make it possible for 
consumers to access millions of songs. In order to 
search for content and to find the right as well as 
similar soundtracks, it is a common practice to 
categorize songs into genres. However, the genres are 
not-standardized, arbitrary and, furthermore, similar 
genres often overlap. With the help of a data-driven 
approach, by representing artists in vector spaces, 
researchers generated high-density artist clusters to 
show context-based artist similarity. The analysis 
should provide insights about improvement of existing 
categories. The results show that especially the genres 
pop and rock are weak and need to be reconsidered. 
Furthermore, the genres jazz, techno, and reggae 
overlap [16]. 
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